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iUOEMIC 

Academics include librarians, archaeologists, scholars, professors, teachers, and 
other education professionals. 

As an academic, you gain the following benefits. 

Skill Proficiencies 

You are proficient in either Pre-War Knowledge or Science. 

Researcher 

When you attempt to learn or recall a piece of knowledge, if you do not know that 
information, you often know where and from whom you can obtain it. Usually, this 
information comes from a library, research laboratory, university, or an expert 
in that field of knowledge. Your GM might rule that the knowledge you seek is 
secreted away in an almost inaccessible place, or that it simply cannot be found. 

Wealth 

To determine your starting wealth, roll 2d10 + 3. 


MEHTURER 

Adventurers include professional daredevils, big-game hunters, relic hunters, 
explorers, extreme sports enthusiasts, field scientists, thrill-seekers, and 
others called to face danger for a variety of reasons. 

As an adventurer, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Survival or Athletics. 

Wei 1-Traveled 

You have an excellent memory for maps and geography, and you can always recall 
the general layout of terrain, settlements, and other features around you. In 
addition, you can find food and fresh water for yourself and up to five other 
people each day, provided that the land offers berries, small game, water, and 
so forth. 

Wealth 

To determine your starting wealth, roll 2d10 + 1. 


ATHLETE 

Athletes include amateur athletes of Olympic quality and professional athletes of 
all types, including gymnasts, weight trainers, wrestlers, boxers, martial 
artists, swimmers, skaters, and those who engage in any type of competitive sport. 

As an athlete, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Athletics. 

Athletic Conditioning 

You condition your body for performance under the harshest circumstances. As 
long as you can exercise for one hour daily, you only need half the amount of 
food and sleep normally required to avoid exhaustion. In addition, you can hold 
your breath twice as long as normal. 

Wealth 

To determine your starting Wealth, roll 2d10 + 1. 


BLUE LULU 

Blue collar occupations include factory work, food service jobs, construction, 
service industry jobs, taxi drivers, postal workers, and other jobs that are 
usually not considered to be desk jobs. 

As a blue collar worker, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Repair. 

Tool Proficiencies 

You are proficient in either electrical tools or mechanical tools. 

Working Class 

You have a contact that acts as your liaison to a union or association. You know 
how to reach your contact at all times. Your contact can provide you with the 
means to requisition equipment used in manufacturing or shipping. 

Starting Equipment 

You have one set of tools with which you are proficient. 

Wealth 

To determine your starting wealth, roll 2d10 + 2. 


CELEBRITY 

A celebrity is anyone who, for whatever reason, has been thrust into the spotlight 
of the public eye. Actors, entertainers of all types, newscasters, radio and 
television personalities, and more fall under this background. 

As a celebrity, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Speech. 

Tool Proficiencies 

Choose either a disguise kit or a musical instrument of your choice. 

Big Draw 

You can always find a place to perform, usually in a nightclub or bar but possibly 
at a festival or theatre, or even at a private party. At such a place, you receive 
free lodging and food of a modest or comfortable standard (depending on the 
quality of the establishment), as long as you perform each night. In addition, 
your performance makes you something of a local figure. When strangers recognize 
you in an area where you have performed, they typically take a liking to you. 

Wealth 

To determine your starting wealth, roll 2d10 + 4. 


CREATIVE 

The creative starting occupation covers artists of all types who fan their 
creative spark into a career. Illustrators, copywriters, cartoonists, graphic 
artists, novelists, magazine columnists, actors, sculptors, game designers, 
musicians, screenwriters, photographers, and web designers all fall under 
this background. 

As a creative, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Barter and Speech. 

Tool Proficiencies 

Choose two of the following tools: computers, one type of artisan's tools, or 
one musical instrument of your choice. 

Body of Work 

You can always find a place to display your creations, usually in a gallery, but 
sometimes in private shows or at convention centers. At such a place, you receive 
free lodging and food of a modest or comfortable standard (depending on the 
quality of the establishment), as long as you are on hand for the display. In 
addition, your creativity makes you something of a local figure. When strangers 
recognize you in an area where your creations have been showcased, they typically 
take a liking to you. 

Wealth 

To determine your starting wealth, roll 1dl0 + 2. 


aamuL 

This illicit background reveals a background from the wrong side of the law. This 
occupation includes con artists, burglars, thieves, crime family soldiers, 
gang members, bank robbers, and other types of career criminals. 

As a criminal, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Sneak and Gambling. 

Tool Proficiencies 

You are proficient with thieves' tools and one type of gaming set. 

Criminal Contact 

You have a reliable and trustworthy contact who acts as your liaison to a network 
of other criminals. You know how to get messages to and from your contact, even 
over great distances; specifically, you know the local messengers, corrupt 
officials, and seedy characters who can deliver messages for you. 

Wealth 

To determine your starting wealth, roll 1dl0 + 1. 


DILETTANTE 

Dilettantes usually get their wealth from family holdings and trust funds. The 
typical dilettante has no job, few responsibilities, and at least one driving 
passion that occupies his or her day. That passion might be a charity or 
philanthropic foundation, an ideal or cause worth fighting for, or a lust for 
living a fun and carefree existence. 

As a dilettante, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Barter. 

Daddy's Money 

While you have significant financial resources of your own, you can also draw on 
your family's resources in a pinch. However, this assistance is rarely without 
strings attached. 

Wealth 

To determine your starting wealth, roll 2d10 + 7. 


DBCTBR 

A doctor can be a physician (general practitioner or specialist), a surgeon, or 
a psychiatrist. 

As a doctor, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Medicine 

Tool Proficiencies 

Choose one: pharmacist's tools or surgical tools. 

Medical Access 

You have access to medical equipment that you might not otherwise be able to 
requisition, such as x-ray machines and medical labs. In addition, you can attempt 
a medicine check to gain a 10% discount on all chems from a merchant. 

Wealth 

To determine your starting wealth, roll 2d10 + 4. 


EMERBEHCY SERflCES 

Rescue workers, firefighters, paramedics, hazardous material handlers, and 
emergency medical technicians fall under this category. 

As an emergency services provider, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Medicine. 

Robot Proficiencies 

You are proficient at hacking computers to activate protectron 
First Responder 

You have a rank from your career as a emergency services provider. Active and 
former emergency services personnel still recognize your authority and influence, 
and they defer to you if they are of a lower rank. You can invoke your rank to 
exert influence over other personnel and requisition simple equipment for 
temporary use. You can also usually gain access to events and locations where 
your rank is recognized. 

Wealth 

To determine your starting wealth, roll 2d10 + 2. 


ENTREPENEUR 

Entrepreneurs have an obsession about being their own boss. They believe in 
themselves, have an abundance of confidence, and the ability to acquire the funds 
necessary to bankroll their newest moneymaking venture. These small to large 
business owners have a knack for putting together business plans, gathering 
resources, and getting a new venture off the ground. They rarely want to stick 
around after the launch, however, as they prefer to put their energies into the 
next big thing. 

As an entrepreneur, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Barter. 

Network 

You have a network of contacts in the business and financial world that you can 
use as a source of information, loans, or equipment requisitions, usually in 
return for favors. 

Wealth 

To determine your starting wealth, roll 2d10 + 4. 


IHVESTIBITIVE 

There are a number of jobs that fit within this background, including 
investigative reporters, photojournalists, private investigators, police 
detectives, criminologists, criminal profilers, espionage agents, and others who 
use their skills to gather evidence and analyze clues. 

As an investigative, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Sneak. 

Tool Proficiencies 

You are proficient with evidence kits. 

Connected 

When you attempt to learn or recall a piece of information, if you do not know 
that information, you often know where and from whom you can obtain it. Usually, 
this information comes from an anonymous informant, a law enforcement agency, or 
criminal contacts. Your GM might rule that the information you seek is almost 
impossible to get out of your sources, or that it simply cannot be found. 

Wealth 

To determine your starting wealth, roll 2d10 + 2. 


LAW EHFBRCEMEHT 

Law enforcement personnel include uniformed police, state troopers, federal 
police, federal agents, SWAT team members, and military police. 

As law enforcement, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Guns. 

City Watch 

You gain advantage on passive perception checks when on watch for your party's 
camp, or for a settlement of which you are aligned. 

Thin Blue Line 

You have a rank from your career as a law enforcement officer. Active and former 
law enforcement officers still recognize your authority and influence, and they 
defer to you if they are of a lower rank. You can invoke your rank to exert 
influence over other officers and requisition simple equipment for temporary use. 
You can also usually gain access to events and locations where your rank is 
recognized. 

Starting Equipment 

You begin play with either a bat, pump action shotgun, autoloader pistol and 
appropriate ammunition. 

Wealth 

To determine your starting wealth, roll 2d10 + 1. 


MILITARY 

Military covers any of the organized fighting forces of the wasteland The NCR, 
Legion, or more locally the Minutemen, Brotherhood Outcasts, Enclave Remnant, 
and Knights of Nuka. 

As military personnel, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Survival or Athletics. 

Rank & Privilege 

You have a rank from your career as a military officer. Active and former military 
officers still recognize your authority and influence, and they defer to you if 
they are of a lower rank. You can invoke your rank to exert influence over other 
officers and requisition simple equipment for temporary use. You can also usually 
gain access to events and locations where your rank is recognized. 

Starting Equipment 

You begin play with either an autoloader pistol or an assault rifle and 
appropriate ammunition. 

Wealth 

To determine your starting wealth, roll 2d10 + 1. 


RELIGIOUS 

Ordained clergy of all persuasions, as well as theological scholars and experts on 
religious studies fall within the scope of this starting occupation. 

As a religious figure, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Religion. 

Faith Community 

You command the respect of those who share your faith, and you can perform the 
religious ceremonies of your order. You and your companions can expect to be 
received favorably at a temple, shrine, or other established presence of your 
faith. Those who share your religion will offer their personal and financial 
support to a limited degree. 

Wealth 

To determine your starting wealth, roll 2d10 + 2. 


RURAL 

Farm workers, hunters, and others who make a living in rural communities fall 
under this category. 

As a rural worker, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Survival. 

Live Off The Land 

You have a feel for the countryside, and you can always recall the general layout 
of terrain, small towns, and other features around you. In addition, you can find 
food and fresh water for yourself and up to five other people each day, provided 
that the land offers berries, small game, water, and so forth. 

Wealth 

To determine your starting wealth, roll 2d10 + 1. 


STUDENT 

A student can be in high school, college, or graduate school. He or she could be 
in a seminary, a military school, or a private institution. A college-age student 
should also pick a major field of study. 

As a student, you gain the following benefits. 

Skill Proficiencies 

You are proficient in one of the following: Medicine, Pre-war Knowledge, Religion, 
or Science. 

Tool Proficiencies 

You gain proficiency with computers, and with either a musical instrument or a 
language of your choice. 

Student ID 

Your student ID gives you access to various services and discounts that are not 
available to the general public, as well as access to school resources, such as 
libraries, laboratories and conference spaces. 

Wealth 

To determine your starting wealth score, roll 2d10 + 1. 


TECHHICHH 

Scientists and engineers of all types fit within the scope of this starting 
occupation. 

As a technician, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Science. 

Tool Proficiencies 

You are proficient with electrical tools and mechanical tools. 

Technical Tap 

Electronic and mechanical devices just seem to work better when you're around, 
but when they misbehave, sometimes all it takes is a swift kick in the right area 
to set things right. 

Wealth 

To determine your starting wealth score, roll 2d4 + 3. 


WHITE CflLUR 

Office workers and desk jockeys, lawyers, accountants, insurance agents, bank 
personnel, financial advisors, tax preparers, clerks, sales personnel, real estate 
agents, and a variety of mid-level managers fall within the scope of this 
background. 

As a white collar worker, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Speech. 

Comfort of Conformity 

You are familiar with the etiquette and adherence to protocol that comes with 
working in an office environment. While in such an environment, no one questions 
your presence, and entry level workers are likely to respond in a submissive 
manner. Especially if you have a clipboard. 

Wealth 

To determine your starting wealth score, roll 2d4 + 3. 


VAULT DWELLER 

You have spent the majority of your life in an Underground Vault-Tec® Vault and 
therefore the victim of one of their experiments that range in severity. Look in 
the world section for the local raider gangs. Alternatively you could have 
traveled from another vault in a different part of the wasteland. 

As a Vault Dweller, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Pre-War Knowledge. 

Raised by Video 

Once per long rest you can recall the old Vault-Tec® training videos to add your 
proficiency bonus to a skill check of your choice. This must be announced before 
the roll is made. 

Wealth 

To determine your starting wealth, roll 2d4 + 3. 


RAIDER 

What are you lookin at? Raiders use their brute force and scary armor to extort 
and pillage the wasteland. Why farm when you can just tell some nerd down the 
river to hand over half his crops? Raiders tend to stick together in large numbers 
under the banner of a gang symbol. Look in the world section for the local raider 
gangs. Alternatively you could have traveled from another group in a different 
part of the wasteland. 

As a Raider, you gain the following benefits. 

Skill Proficiencies 

You are proficient in Guns. 

Bloody Brotherhood 

You are from a gang of raiders and may use a sybol of some to obtain passage 
through some territories for your party. This symbol should be something along 
the lines of a hand sign, tattoo, brand, or piece of clothing with the gangs logo. 

Wealth 

To determine your starting wealth score, roll 1dl0 + 2. 


EQUIPHEHT 



EQUIPMENT BASICS 

Concealed Weapons and Objects 

It's assumed that, when attempting to conceal a weapon or other object, a 
character is wearing appropriate clothing. Drawing a concealed weapon is more 
difficult than drawing a regularly holstered weapon, and normally requires a bonus 
action. Keeping the weapon in an easier-to-draw position makes concealing it 
more difficult. 

Sneak Checks 

To conceal a weapon or other object, make a Sneak check. 

When concealing an object before you head out into public, you can treat any die 
roll lower than 10 as a 10 unless you are rushed, trying to conceal it when others 
might see, or under other unusual constraints. Attempting to conceal a weapon that 
requires two hands gives you disadvantage on the Sneak check. 

Spotting Concealed Objects 

Noticing a concealed weapon or other object requires a Perception check 
opposing the target's Dexterity (Sleight of Hand) check. An observer attempting to 
spot a concealed object has disadvantage if more than 20 feet away. 

Patting someone down for a hidden weapon requires an Intelligence check, with 
advantage for the hands-on act of frisking the target. Some devices may also grant 
advantage under certain circumstances (a metal detector offers advantage to find 
metal objects, for example). 

Spotting Concealable Armor 

Concealable armor can be worn under clothing if the wearer wants it to go 
unnoticed. Anyone attempting to notice the armor must make a Perception check 
(DC 20). 

Living in Luxury 

The value ratings given are for average-quality items. It's possible to purchase 
similar items with luxury features, generally by increasing their value by 1. 
Although such items are more expensive, they offer no additional features or 
game benefits. 


CAPS 

In the Wasteland soda bottle caps reign as the standard currency everyone from 
rich folk to raiders pedal these little pieces of junk in exchange for goods and 
services. The caps from normal Nuka Cola are the most common and therefore the 
least valuable compared to the other types in the table below. Many say, in the 
wastes, a bag of caps is the strongest weapon and the biggest target. 


Cap 

Value 

Nuka Cola 

1 

Nuka Cherry 

5 

Nuka Quantum 

25 

Sunset Sarsparilla 

50 

Hank's 

100 


ARMSR 


There are five types of Armor. Clothing, Light, Medium, Heavy, and Power Armor. 
The Armor table shows the cost, weight, and other properties of the common types 
of armor worn in The Big Dark. 


Armor Proficiency. 

Anyone can put on a suit of armor or strap a shield to an arm. Only those 
proficient in the armor's use know how to wear it effectively, however. Your 
class gives you proficiency with certain types of armor. If you wear armor that 
you lack proficiency with, you have disadvantage on any ability check, saving 
throw, or attack roll that involves Strength or Agility. 

Armor Cl ass(AC). 

Armor protects its wearer from attacks. The armor (and shield) you wear determines 
your base Armor Class. 


HeavyArmor. 

Heavier armor interferes with the wearer's ability to move quickly, stealthily, 
and freely. If the Armor table shows "Str 13" or "Str 15" in the Strength column 
for an armor type, the armor reduces the wearer's speed by 10 feet unless the 
wearer has a Strength score equal to or higher than the listed score. 




ARHH8R 


Sneak 

If the Armor table shows a "D" in the Sneak column, the wearer has disadvantage 
on Sneak checks, and "A" for advantage. 


Shields. 

A shield is made from wood or metal and is carried in one hand. Wielding a 
shield increases your Armor Class by 2. You can benefit from only one shield 
at a time. 


Clothing 

Clothing is worn under the other categories of armor. While clothing doesn't 
contribute to your AC, it is a large influence on how others see you; and 
occasionally offer additional benefits. 

Light Armor 

Made from supple and thin materials, light armor favors agile adventurers since 
it offers some protection without sacrificing mobility. Ifyou wear light armor, 
you add your Agility modifier to the base number from your armor type to 
determine your Armor Class. 

Medium Armor 

offers more protection than light armor, but it also impairs movement more. 

If you wear medium armor, you add your Agility modifier, to a maximum of +2, 
to the base number from your armor type to determine your Armor Class. 

Heavy Armor 

Of all the normal armor categories, heavy armor offers the best protection. These 
suits of armor cover the entire body and are designed to stop a wide range of 
attacks. Only proficient warriors can manage their weight and bulk. Heavy armor 
doesn't let you add your Agility modifier to your Armor Class, but it also doesn't 
penalize you if your Agility modifier is negative. 

Power Armor 

Power armor is the peak of armored infantry technology, initially developed in the 
West Tek Research Facility laboratories. Players must obtain Power Armor Training 
before using power armor. In addition Power Armor pieces must be attached to a 
frame, which requires a fusion core to run for five days. Not only do you benefit 
from the superior defense of the armor, but also while in a power armor frame your 
Strength is increased to 20 and your carry weight is tripled. You cannot Sneak in 
Power Armor without the second rank of the Power Armor Training perk. When the 
Armor is attached to the frame You are immune to radiation damage and resistant to 
energy and ballistic damage. 


ARMSR TABLE 


Armor 

Cost 

AC 

Effects Sneak 

Weight 

Light 

Chinese Stealth 

540c 

12 

+5 sneak 

A 

20 lbs. 

Courier Coat 

20c 

11 


D 

3 lbs. 

Deathclaw Leather 

165c 

14 


D 

20 lbs. 

Hazmat Suit 

20c 

11 

+85 Rad resist 


8 lbs. 

Leather 

48c 

11 



14 lbs. 

Leather(reinforced) 

95c 

12 



18 lbs. 

MM Trooper 

25c 

12 


D 

14 lbs. 

Prison Guard 

100c 

12 

Ballistic resistance 


15 lbs. 

Raider (light) 

15c 

11 


D 

15 lbs. 

Stalker 

25c 

11 



5 lbs. 

Medium 






Combat 

175c 

15 


D 

25 lbs. 

Evolutionist 

250c 

14 

Energy resistance 

D 

35 lbs. 

KoN Chain Shirt 

1000c 

13 

+1 Charisma/Melee 


20 lbs. 

KoN Half Plate 

1500c 

15 

+1 Charisma/Guns 

D 

40 lbs. 

Metal (light) 

80c 

14 

-1 Agility 

D 

30 lbs. 

MM Patrol 

50c 

13 

+1 Perception 


17 lbs. 

MM Ranger 

100c 

14 

+1 Energy Weapons 

D 

21 lbs. 

Raider(medium) 

20c 

13 


D 

35 lbs. 

Robot Handy 

125c 

13 

Energy resistance 

D 

30 lbs. 

Heavy 






Marine 

250c 

16 

Ballistic resistance 

D 

40 lbs. 

KoN Quantum Plate 

2250c 

18 

+2 Energy weapons 

D 

65 lbs. 




+2 Melee, Energy resistance 


Raider(heavy) 

45c 

15 


D 

55 lbs. 

Metal(heavy) 

120c 

17 

-1 Agility 

D 

45 lbs. 

Saber Tail Pelt 

275c 

16 

+1 Survival 


50 lbs. 

Robot Sentry 

175c 

18 

Energy Resistance 

D 

65 lbs. 

Evolutionist 

325c 

17 

+1 Science 

D 

55 lbs. 

Advanced 



Ballistic Resistance 



Power 

Raider 

2500c 

18 


/ 

102 lbs. 

T-45 

4500c 

20 

+1 Charisma 

/ 

92 lbs. 

T-51 

5200c 

22 

+1 Perception 

/ 

92 lbs. 

X-01 

6500c 

24 

+1 Intelligence 

/ 

92 lbs. 





WEAPSHS 


The weapons covered here are grouped into three categories based on their general 
utility: ranged weapons, explosives, and improvised weapons. 


Ranged Weapons 

Ranged weapons fall into three general groups: personal firearms, heavy firearms, 
and simple ranged weapons. Handguns and longarms are personal firearms. A personal 
firearm is any firearm designed to be carried and used by a single person. If you 
have proficiency in advanced firearms, you can use special techniques when firing 
automatic or semiautomatic weapons (see the corresponding properties below). 

Ranged weapons that launch explosive rounds or meant to be mounted on a vehicle 
are considered heavy firearms. 


Weapon Properties 


Ammunition: The ammunition of a firearm is destroyed upon use. 


Automatic: Automatic weapons fire a burst or stream of shots with a single squeeze 
of the trigger. When you take the Attack action with this weapon, you can choose 
to take a -4 penalty on the attack roll. If the attack is successful, you may roll 
the weapon's damage dice a second time and add it to the final damage. 

These additional dice are not rolled twice if you score a critical hit. 

This attack uses five pieces of ammunition. Automatic weapons can also be fired in 
semiautomatic mode. This feature cannot be used with any ability that grants you 
multiple attacks. 


Bipod: To use this weapon properly, you must spend an action deploying a bipod in 
order to steady the weapon. Attempts to use the weapon without the bipod deployed 
impose disadvantage. 

Burst: A weapon with the burst property targets a point of origin rather than a 
specific creature, and then all creatures within the listed radius must make an 
Agility saving throw. On a successful save, the creature takes half damage, or 
full damage if it fails. 

Recharge: Weapons with the recharge property can only be used a certain number of 
rounds before they require a round to recharge their batteries. These weapons do 
not use traditional ammo. You can recharge the weapon at any time but the number 
of rounds to fire do not stack. 


WEAPSHS 


Reload: You can fire a limited number of shots with this weapon before you need to 
reload. How the weapon is reloaded depends on the type of magazine it uses to 
store ammunition. Magazines come in four basic types: box, cylinder, internal, and 
linked. 

Box: A box magazine is any type of magazine that can be removed and reloaded 
separately from the weapon. 

Cylinder: A revolver keeps its ammunition in a cylinder, which is part of the 
weapon and serves as the firing chamber for each round as well. Unlike box 
magazines, cylinders can't be removed, and they must be reloaded by hand. 
Internal: Some weapons keep their ammunition in an internal space, which must 
be loaded by hand. This is the case with most shotguns, as well as some 
rifles. 

Linked: Some machine guns use linked ammunition. The bullets are chained 
together with small metal clips, forming a belt. Typically, a belt holds 50 
bullets; any number of belts can be clipped together. In military units, as 
the gunner fires, an assistant clips new ammunition belts together, keeping 
the weapon fed. 


Semiautomatic: Most firearms have the semiautomatic rate of fire. These firearms 
feed and cock themselves with each shot. When you take the Attack action with this 
weapon, you can choose to take a -2 penalty on the attack roll. If the attack is 
successful, you may roll half of the weapon's damage dice and add it to the final 
damage. These additional dice are not rolled twice if you score a critical hit. 
This attack uses two pieces of ammunition. This feature cannot be used with any 
ability that grants you multiple attacks. 

Spread: When fired at normal range, roll an additional damage die and add it to 
the weapon's damage. When fired at long range, you may apply the attack roll to an 
additional creature within 5 feet of the target. Roll damage against the secondary 
target separately. 

Stationary: A stationary weapon has to be set up before it can be fired. Setting 
up a stationary weapon requires an action. 


Close Quarters Combat: Weapons with the CQC property ignore the penalty to shooting 
weapons at close range. 

Unarmed: Melee Weapons with this property are based on the Unarmed skill. 


WEAPSHS 


Special. 

Some weapons have effects that are specific to them. These will be noted in the 
descriptions below the table. 


Reloading Firearms 

Reloading a firearm with an already filled box magazine, speed loader, or crank 
is an action or a bonus action. Refilling a box magazine or a speed loader, or 
reloading a revolver or any weapon with an internal magazine without a speed 
loader, is an action. Loading a belt of linked ammunition is an action. Linking 
two belts together is a bonus action. 

Quantity 

Certain items, such as grenades or explosives, are sold in quantities. 

These quantities are listed in parentheses after the purchase value. 


Damage Type 

There are four main types of damage associated with different weapon types each 
kind has certain properties that effect the way they interact with their target. 

Ballistic: Good ol' bullets, The standard kind of kinetic damage that fills 
opponents full of holes. While ballistic weapons tend to do less damage, 
there are many more of them, they are easier to modify/repair, and there 
ammunition is more readily available. 


Energy: Lasers, lots of them. These weapons emit a focused beam of light 
that burns through material. Not only do energy weapons do more damage than 
ballistic, but if it reduces the target to 0 HP the target is incinerated 
into a pile of ash and bone. 


Plasma: Plasma weapons hurl a flaming ball of well... plasma down the 
battlefield. Plasma based weapons deal the highest amount of non-explosive 
damage both kinetic and energy. If an enemy has kinetic OR energy resistance 
Plasma attacks still do their standard damage. If plasma weapons make a 
critical hit and the target is under half HP you may make a DC 18 check to 
instantly gooify the enemy alternatively you may make a DC 25 energy weapons 
check on any critical hit to gooify. 

Radiation: Damage does not go directly against your HP but rather the number 
rolled on damage die is added to your current rads. 


BUMS TABLE 


Weapon 

Cost 

Dmg. 

Weight 

Properties 


Pistols 

9mm 

100c 

2d6 Ballistic 

4 lb. 

Ammunition 

(range 80/400), reload (15 box), semiautomatic, light,CQC 


10mm 

150c 

2d8 Ballistic 

4 lb. 

Ammunition 

(range 80/400), reload (8 box), semiautomatic,CQC 


Auto 10mm 

250c 

2d6 Ballistic 

4 lb. 

Ammunition 

(range 60/300), reload (20 box), automatic, light 


Gamma Gun 

156c 

2d10 Radiation 

3 lb. 

Ammunition 

(range 40/400), reload (box*), semiautomatic, light, CQC 


Holdout 

150c 

2d6 Ballistic 

1 lb. 

Ammunition 

(range 20/100), reload (2 internal), light,CQC 


Laser 

175c 

2d8 Energy 

3 lb. 

Ammunition 

(range 80/400), reload (box*), semiautomatic, light, CQC 


Plasma 

200c 

2d10 Plasma 

5 lb. 

Ammunition 

(range 60/400), reload (box*), semiautomatic, light, CQC 


Revolver 

75c 

2d6 Ballistic 

4 lb. 

Ammunition (range 80/400), reload (6 cylinder), semiautomatic 


Long Arms 

Anti-material Rifle 5600c 

2d12 piercing 

20 lb. 

Ammunition 

(range 240/1200), reload (22 box), semiautomatic, bipod, two-handed 


Assault rifle 

3950c 

2d8 Ballistic 

10 lb. 

Ammunition 

(range 140/700), reload (30 box), automatic, two-handed 


Bozar 

20000c 

2d10 Ballistic 

15 lb. 

Ammunition 

(range 180/900), reload (5 box), automatic, two-handed 


Combat shotgun 

1000c 

2d6 Ballistic 

10 lb. 

Ammunition 

(range 80/400), reload (7 internal), semiautomatic, spread, two-handed, 

CQC 

Gauss Rifle 

3000c 

2d12 Ballistic 

16 lb. 

Ammunition 

(range 300/1200), reload (1 box), semiautomatic, two-handed, burst, 5ft 


Hunting rifle 

350c 

2d10 Ballistic 

8 lb. 

Ammunition 

(range 160/800), reload (5 box), two-handed 


Light machine gun 

5000c 

2d10 Ballistic 

15 lb. 

Ammunition 

(range 200/1000), reload (linked), automatic, bipod, two-handed 


Laser-RCW 

2150c 

2d6 Energy 

5 lb. 

Ammunition 

(range 100/500), reload (60 box), Automatic, two-handed, CQC 


Laser rifle 

800c 

2d10 Energy 

8 lb. 

Ammunition 

(range 160/800), reload (box*), semiautomatic, two-handed 


Minute-rifle 

500c 

2d8 Energy 

12 lb. 

Ammunition 

(range 160/800), crank, semiautomatic, two-handed 


MultiPlas Rifle 

2500c 

3d10 Plasma 

8 lb. 

Ammunition 

(range 50/400), reload (9 internal), semiautomatic, spread, two-handed, 

CQC 

Plasma rifle 

1300c 

2d12 Plasma 

10 lb. 

Ammunition 

(range 160/800), reload (50 box), automatic, two-handed 


Pump action shotgun 

500c 

2d6 Ballistic 

7 lb. 

Ammunition 

(range 60/300), reload (6 internal), spread, two-handed, CQC 


Recharger Rifle 

250c 

2d4 Energy 

15 lb. 

Ammunition 

(range 200/1200), recharge (3 rounds), semiautomatic, two-handed 


Sawed-off shotgun 

350c 

2d8 Ballistic 

4 lb. 

Ammunition 

(range 20/100), reload (2 internal), semiautomatic, spread, CQC 


Submachine gun 

2370c 

2d6 Ballistic 

7 lb. 

Ammunition 

(range 100/500), reload (30 box), automatic, two-handed, CQC 


Tri-Beam Laser 

4800c 

3d8 Energy 

9 lb. 

Ammunition 

(range 60/400), reload (9 internal), semiautomatic, spread, two-handed, 

CQC 


Heavy 


Mini-gun 

5500c 

2d12 ballistic 

25 lb. 

Ammunition 

(range 220/1100), reload (linked), automatic, stationary, two-handed 

Rocket launcher 

3900c 

10d6 explosive 

21 lb. 

Ammunition 

(range 300/1500), burst 10 (DC 18), two-handed 

Grenade launcher 

1000c 

3d6 explosive 

7 lb. 

Ammunition 

(range 140/700), burst 10 (DC 13), loading, two-handed 

Flamer 

2350c 

3d6 fire 

50 lb. 

Ammunition 

(30 foot line), reload (10 internal), two-handed, special, CQC 

Incinerator 

2300c 

3d6 fire 

50 lb. 

Ammunition 

(range 250/1500), reload (10 internal), burst 10 (DC 13), two-handed 

Fat-Man 

6000c 

lOdIO explosive 

30 lb. 

Ammunition 

(range 250/1500), burst 30 (DC 20), two-handed, special, CQC 

Gatling Laser 

6800c 

2d12 energy 

28 lb. 

Ammunition 

(range 220/1100), reload (240 box), automatic, stationary, two-handed 








BUMS TABLE 


Weapon 

Cost 

Dmg. 

Weight 

Properties 

Heavy 





Tesla cannon 

8700c 

10d6 energy 

25 lb. 

Ammunition (range 300/1500), burst 15 (DC 18), two-handed 

Arc Welder 

3700c 

3d6 energy 

50 lb. 

Ammunition (30 foot line), reload (10 internal), two-handed, special 

KoN Cavalier Bow 

4000c 

2d6 explosive 

20 lb. 

Ammunition (range 150/600), Burst 20 (DC 15), two-handed, special 

Simple 

Bow 

17c 

1d8 piercing 

3 lb. 

Ammunition (range 80/320), two-handed 

Pipe Flamer 

19c 

1d6 fire 

30 lb. 

Ammunition (10 foot line), reload (10 internal), light, special, CQC 

Pipe Revolver 

15c 

1d8 Ballistic 

4 lb. 

Ammunition (range 20/100), reload (6 cylinder), light 

Pipe Shotgun 

19c 

1dl2 Ballistic 

6 lb. 

Ammunition (range 10/70), reload (1 internal), semiautomatic, spread, CQC 

Slingshot 

17c 

1d6 ballistic 

1 lb. 

Ammunition (range 20/40), two-handed 

Varmint rifle 

18c 

2d8 Ballistic 

8 lb. 

Ammunition (range 160/800), reload (5 internal), two-handed 


Special Ranged Weapon Descriptions 

Fat Man: The Fat Man is perhaps the most devastating infantry weapon ever unleashed 
upon the modern battlefield - a hand-held catapult that launches portable nuclear bombs. 
The weapon acts much like a standard burst weapon with a massive explosion, but after 
the initial blast a 30 ft. area of effect remains dealing 50 rads per turn for 24 hours. 

Flamethrowers: A flamethrower consists of a pressurized backpack containing fuel, 
connected to a tube with a nozzle. It shoots a line of flame. Any creature caught in 
the line of flame can make a Dexterity saving throw (DC 13) to take half damage. Any 
creature or flammable object that takes damage from a flamethrower catches on fire, 
taking 1d6 points of fire damage each subsequent round until the flames are 
extinguished. A fire engulfing a single creature or object can be doused or smothered 
as an action. Discharging a fire extinguisher instantly smothers flames in a 10-foot-by 
-10-foot area. A flamethrower can shoot 10 times before the fuel supply is depleted. 
Refilling or replacing a fuel pack requires 1 minute. The Flamer, Pipe Flamer, and 
Arc Welder count as flame throwers. 

Knights of Nuka Cavalier Bow: The Quantum Cavaliers of the Knights of Nuka wield a 
custom machined, steel-stringed, compound bow. the large arrows of these weapons are 
tipped with over clocked fusion cores which explode on impact leaving an area of effect 
afterwards that deals 50 rads per turn for 2 hours. 




GRENADES TABLE 


Grenade 

Cost 

Dmg. 

Weight 

Properties 


Dynamite 

25c 

2d6 explosive 

1 lb. 

Thrown (range 20/50), 

burst 5 (DC 13), special 

Flare 

varies 

- 

1 lb. 

Thrown (range 20/50), 

burst 5, special 

Fragmentation 

150c 

4d6 ballistic 

1 lb. 

Thrown (range 20/50), 

burst 20 (DC 13) 

Molotov cocktail 

15c 

2d6 fire 

1 lb. 

Thrown (range 20/50), 

burst 10 (DC 13) 

Nuka 

500c 

10d8 explosive 

1 lb. 

Thrown (range 20/50), 

burst 20 (DC 20).special 

Plasma 

300c 

5d6 plasma 

1 lb. 

Thrown (range 20/50), 

burst 20 (DC 15) 

Pulse 

200c 

4d6 energy 

1 lb. 

Thrown (range 20/50), 

burst 20 (DC 13) 

Smoke 

150c 

- 

1 lb. 

Thrown (range 20/50), 

burst 15, special 

Pulse 

200c 

4d6 energy 

1 lb. 

Thrown (range 20/50), 

burst 20 (DC 13) 

Tin 

25c 

4d4 ballistic 

1 lb. 

Thrown (range 20/50), 

burst 20 (DC 13) 


Special Grenade Descriptions 

Dynamite: A stick of dynamite requires a fuse or detonator to set it off. Additional 
sticks can be set off at the same time if they are within the burst radius of the first 
stick, increasing the damage and burst radius of the explosion. Each additional stick 
increases the damage by +1d6 (maximum 10d6) and the burst radius by 5 feet (maximum 20 

feet). It's possible to wire together several sticks of dynamite for even greater 

explosive effect. Doing so requires a Perception check (DC 10 + 1 per stick) with a 
demolitions kit. If the character succeeds on the check, the damage or the burst radius 
of the explosion increases by 50%. To set off dynamite using a fuse, the fuse must first 
be lit, requiring an action or a bonus action (and a lighter or other source of flame). 
The amount of time until the dynamite explodes depends on the length of the fuse-a fuse 
can be cut short enough for the dynamite to detonate in the same round (allowing it to 
be used much like a grenade), or long enough to take several minutes to detonate. 

Cutting the fuse to the appropriate length requires an action or a bonus action. 

Flare: Once thrown a flare releases a bright light and column of colored smoke that 

provides your location to local troops of the flares associated faction. The flare's 
faction is decided by it's color. Flares can only be used outside. 

Red: Brotherhood Outcasts will send knights to investigate your flare. 

Blue: Minutemen will launch an artillery strike in a 100 ft burst around flare. 
Yellow: Knights of Nuka scouts use these to mark sites with potential soda. 

Orange: If the KoN has a local Quantum Cavalier they will fire 3 arrows. 

Green: Evolutionists use these to signal a raid. Any local followers will attack. 
Purple: Enclave remnant will send a Vertibird to the location. 
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Special Grenade Descriptions 

Molotv Cocktail: A target that takes a direct hit is dealt an additional 1d6 points of 
bludgeoning damage and catches on fire, taking 1d6 points of fire damage at the 
beginning of each of its turn until the flames are extinguished. The burst area of the 
Molotov cocktail continues to burn for 1d4 rounds, and any creature entering the area or 
ending its turn there catches on fire. 

Nuka Grenade: Similar to the Mini-Nuke the Nuka Grenade explodes on impact leaving an 
area of effect afterwards that deals 50 rads per turn for 2 hours. 


MELEE WEAPONS TABLE 


Weapon 

Cost 

Dmg. 

Weight 

Properties 

Simple 

Baseball Bat 

25c 

1d8 bludgeoning 

3 lb. 

Two-handed 

Brass Knuckles 

10c 

1d4 bludgeoning 

1 lb. 

Unarmed 

Cleaver 

15c 

1d4 slashing 

2 lb. 

Light 

Lead Pipe 

15c 

1d4 bludgeoning 

3 lb. 

Light 

Metal Baton 

15c 

1d6 bludgeoning 

2 lb. 


Pipe Wrench 

15c 

1d4 bludgeoning 

3 lb. 

Light, thrown (range 20/60) 

Pistol whip 

- 

1d4 bludgeoning 

- 


Rifle butt 

- 

1d6 bludgeoning 

- 


Scissor Knucks 

20c 

1d6 Slashing 

1 lb. 

Light, unarmed 

Stun gun 

50c 

1d4 energy 

1 lb. 

Finesse, light, special 

Sledge Hammer 

40c 

1d8 bludgeoning 

12 lb. 

Two-handed 

Switchblade 

20c 

1d4 slashing 

2 lb. 

Finesse, light 

Martial 

Chinese Officer Sword 75c 

1d8 slashing 

3 lb. 

Versatile 

Combat Knife 

25c 

1d6 slashing 

2 lb. 

Finesse, light 

Deathclaw Gauntlet 

150c 

1dl2 slashing 

10 lb. 

Unarmed 

Hatchet 

50c 

1d6 slashing 

2 lb. 

Light, thrown (range 20/60) 

Machete 

30c 

1d6 slashing 

3 lb. 

Finesse, light 

Power Fist 

100c 

1dl2 bludgeoning 

4 lb. 

Unarmed, Knock back 5 ft. 

Protectron Puncher 

100c 

1dl0 energy 

10 lb. 

special (Stun Gun), Unarmed 

Ripper 

1200c 

3d6 slashing 

10 lb. 

Two-handed, heavy, special 

Shishkebab 

180c 

1d8 slashing 

20 lb. 

Two-handed, special 

Super Sledge 

180c 

2d8 bludgeoning 

20 lb. 

Two-handed 




MELEE WEAPBHS TABLE 

Special Melee Weapon Descriptions 

Stun Gun: Although the name suggests a ranged weapon, a stun gun requires physical 
contact to affect its target. On a successful hit, the creature must succeed at a 
Endurance saving throw (DC 13) or be incapacitated. The creature can repeat this 
save at the end of each of its turns. 

Ripper: Military and police units use powered saws to cut through fences and open 
doors rapidly. They are sometimes pressed into service as weapons, often by people 
who watch too many movies. If you roll a natural 1 on an attack roll with a 
chainsaw, it stalls. Restarting the chainsaw is an action. 

Shishkebab: The edgiest melee weapon just got edgier! The shishkebab is a katana 
outfitted with a fuel tank and jets that set the nippon steel blade on fire 
causing an additional 1d6 of fire damage per hit and setting the enemy on fire for 
1d4 damage per turn until extinguished. 


WEAPBH ACCESSBRIES 


As if modern weapons weren't dangerous enough, a number of accessories can 
increase their utility or efficiency. 


Object 

Cost 

Weight 

Box magazine 

14c 

0.5 lb. 

Detonator 



Blasting Cap 20c 

0.5 lb. 

Radio 

50c 

0.5 lb. 

Timed 

30c 

0.5 lb. 

Wired 

25c 

1 lb. 

Holster 

Hip 

15c 

1 lb. 

Concealed 

50c 

0.5 lb. 

Illuminator 

20c 

0.5 lb. 

Laser Sight 

40c 

0.5 lb. 


Scope 

Standard 15c 0.5 1b. 
Electro-0 100c 3 lb. 
Laser-RF 150c 


Object 

Cost 

Weight 

Speed Loader 

25c 

0.5 lb. 

Suppressor 

Pistol 

40c 

1 lb. 

Rifle 

70c 

1 lb. 


Box Magazine. For weapons that use box magazines, 
a character can purchase extras. Loading these 
extra magazines ahead of time and keeping them in 
a handy place makes it easy to reload a weapon in 
combat. 

Detonator. A detonator activates an explosive, 
causing it to explode. The device consists of an 
electrically activated blasting cap and some sort 
of device that delivers the electrical charge to 
set off the blasting cap. Connecting a detonator 
to an explosive requires a Dexterity check (DC 13) 


4 lb. 






WEAPBM ACCESSARIES 


with a demolitions kit: Failure means that the explosive fails to go off as 
planned. Failure by 10 or more means the explosive goes off as the detonator is 
being installed. 


Blasting Cap: This is a detonator without a built-in controller. It can be 
wired into any electrical device, such as a light switch or a car's ignition 
switch, with a Repair check (DC 10) using a demolitions kit or electrical 
tools. When the electrical device is activated, the detonator goes off. 


Radio Control: This device consists of two parts: the detonator itself and 
the activation device. The activation device is an electronic item about the 
size of a pack of gum, with an antenna, a safety, and an activation switch. 
When the switch is toggled, the activation device sends a signal to the 
detonator by radio, setting it off. It has a range of 500 feet. 


Timed: This is an electronic timer connected to the detonator. Like an alarm 
clock, it can be set to go off at a particular time. 


Wired: This is the simplest form of detonator. The blasting cap connects by 
a wire to an activation device, usually a small pistol-grip device that the 
user squeezes. The detonator comes with 100 feet of wire, but longer lengths 
can be spliced in with a Repair check (DC 10). 


Holster: Holsters are generally available for all pistol-size firearms. 

Hip: This holster holds the weapon in an easily accessed and easily seen 
location. 


Concealed Carry: A concealed carry holster is designed to help keep a weapon 
out of sight. In most cases, this is a shoulder holster (the weapon fits 
under the wearer's armpit, presumably beneath a jacket), but some weapons can 
be carried in waistband holsters (often placed inside the wearer's waistband 
against his or her back). Smaller weapons can also be carried in ankle or 
boot holsters. 


Illuminator: An illuminator is a small flashlight that mounts to a firearm, 
freeing up one of the user's hands. It functions as a standard flashlight. 

Laser Sight: This small laser mounts on a firearm, and projects a tiny red dot on 
the weapon's target. A laser sight grants a +1 bonus on all attack rolls made 
against targets no farther than 30 feet away. However, a laser sight can't be used 
outdoors during the daytime. 


weapbm ACCESSARIES 


Scope: A scope is a sighting device that makes it easier to hit targets at long 
range. However, although a scope magnifies the image of the target, it has a very 
limited field of view, making it difficult to use. 


Standard: A standard scope increases a ranged weapon's normal and maximum 
range by one-half (multiply by 1.5). However, to use a scope you must spend 
an action acquiring your target. If you change targets or otherwise lose 
sight of the target, you must reacquire the target to gain the benefit of the 
scope. 


Electro-Optical: An electro-optical scope functions the same as a standard 
scope in normal light. In darkness, however, the user sees through it as if 
he or she had the darkvision ability granted by night vision goggles. 

Rangefinding Laser: A rangefinding laser scope functions the same as a 
standard scope, except that it incorporates an invisible laser that can 
determine the exact range of a target, then relay that information via 
computer link. If that information is relayed to another weaon with a 
rangefinding laser scope targeting the same creature or object, the second 
attacker gains advantage on his first attack against the target. 

Speed Loader: A speed loader holds a number of bullets in a ring, in a position 
that mirrors the chambers in a revolver cylinder. Using a speed loader saves time 
in reloading a revolver, since a character can insert all the bullets at once, 
allowing you to reload a revolver as a bonus action. 

Suppressor: A suppressor fits on the end of a firearm, capturing the gases 
traveling at supersonic speed that propel a bullet as it is fired. This eliminates 
the noise from the bullet's firing, dramatically reducing the sound the weapon 
makes when it is used. For handguns, the only sound is the mechanical action of 
the weapon (Perception check, DC 15, to notice). For longarms, the 
supersonic speed of the bullet itself still makes noise. However, it's difficult 
to tell where the sound is coming from, requiring a Perception check (DC 15) to 
locate the source of the gunfire. Modifying a weapon to accept a suppressor 
requires a Repair check and mechanical tools (DC 15). Once a weapon has been 
modified in this manner, a suppressor can be attached or removed as a move action. 
Suppressors cannot be used on revolvers or shotguns. A suppressor purchased for 
one weapon can be used for any other weapon that has the same damage value. 


weapbm mm 


Weapons can be modified in various ways. To add a modification, choose a base 
weapon, modify the purchase value of the base item according to the modification's 
instructions, and then purchase the modified item as normal. Some modifications 
have additional restrictions placed on them that must be considered before making 
the modification. 


Alternate Weapon. Some weapons are capable of serving multiple purposes by 
integrating two types of weapon into one. This can encompass everything from 
having a bayonet installed on a rifle to adding an underslung grenade launcher. 
Choose a second weapon. That weapon is integrated into the base weapon and can be 
used at any time. 

Value Modifier: +40c (if the secondary weapon has a lower purchase value) or 
+60c (if the secondary weapon has a higher purchase value) 

Autofire Module. This modification allows a previously semiautomatic to be able to 
fire in full automatic mode. The weapon modified loses the semiautomatic weapon 
property and gains the automatic weapon property. 

Restrictions: Personal firearm with the semiautomatic weapon property. 

Value Modifier: +20c 


Collapsible. A weapon that makes use of the collapsible modification is easily 
disassembled and reassembled at a moment's notice. Breaking down a weapon into its 
individual parts requires an action, while reassembling them in the correct order 
requires another action. The weapon must be fully assembled to be used. In its 
disassembled state, a weapon is not easily identified; a guns check (DC 17) is 
required to identify a collapsed weapon for what 
it really is. 

Value Modifier: +20c 


Compact. By eliminating wasted space and using smaller components, some engineers 
are capable of producing weapons far smaller than their standard counterparts. 

Any weapon that makes use of this modification is smaller than normal. 
Restrictions: Personal firearms only. 

Value Modifier: +20c 

Conceal able. Some weapons can be installed (and operated from) inside other items; 
for example, guns that fit into briefcases, grenades disguised as cosmetic 
products, and so forth. The concealed item cannot be identified as a weapon except 
through close examination, or when it is in use. The concealed weapon cannot be 
larger than the item in which it is concealed. 

Value Modifier: +20c 
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Electrified. The weapon is attached to a power source. On a successful hit, the 
target takes 1d8 points of lightning damage as well as the damage dealt by the 
weapon. 

Restrictions. Melee weapons only. 

Value Modifier: +20c 


Grappling Sheath. Grenades and mines can be fitted with custom grappling sheaths 
designed to adhere to any surface against which they are thrown or placed. Once 
placed, a mine or other explosive equipped with a grappling sheath cannot be moved, 
short of tearing it loose. Doing so requires a DC 20 Strength check, and, 
depending on the mine's trigger, might cause it to detonate. 

Restrictions: Grenades and mines only. 

Value Modifier: +20c 


Expanded Magazine. Any weapon with the expanded magazine gadget doubles its normal 
magazine capacity. 

Restrictions: Personal firearms with internal or box magazines only. 

Value Modifier: +20c 


Improved Accuracy. This modification improves the accuracy of a ranged firearm, 
granting a +1 to +3 bonus on attack rolls. 

Restrictions: Personal firearms only. 

Value Modifier: +20c (for +1), +40c (for +2), or +60c (for +3) 

Improved Damage. This modification increases the bore of a projectile weapon s 
barrels, adding +1 to +3 to the weapon s damage. 

Restrictions: Personal firearms only. 

Value Modifier: +20c (for +1), +40c (for +2), or +60c (for +3) 

Integrated Equipment. Choose a piece of equipment. Thai equipment is integrated 
into the base weapon and can be used at any time. 

Value Modifier: +20c (if the equipment has a lower purchase value than the 
base weapon) or +40c (if the equipment has a higher purchase value than the base 
weapon) 

Spring Loaded. Some weapons are designed to be concealed from sight and then 
quickly drawn into the hand at a moment's notice. A weapon with the spring loaded 
modification can be drawn without counting against the number of weapons you can 
draw on your turn, regardless of whether the weapon is concealed. 

Restrictions: One handed or light weapons only. 

Value Modifier: +20c 


GEAR 

Battery-Operated Gear 

Many of the objects in this section are battery-operated. Any device that uses 
batteries comes with them. As a general rule, ignore battery life-assume that you 
recharge or replace batteries between adventures, and that the batteries last as 
long as needed during adventures. If battery life is important in the game, roll 
1d20 every time a battery-operated item is used. On a result of 1, the batteries 
are dead and the object is useless. New batteries have a value of 2 and can be 
changed as an action. 

Adventuring Gear 

This section describes miscellaneous items that could be useful to many 
adventurers. 


Object 

Cost 

Weight 

Ammunition Kit 

125c 

10 lb. 

Chemical light sticks (5) 

15c 

- 

Fake ID 

Varies 

- 

First aid kit 

50c 

3 lb. 

Flashlight 

Standard 

20c 

0.5 lb. 

Battery Flood 

50c 

2 lb. 

Gas Mask 

15c 

5 lb. 

Generator 

150c 

25 lb. 

Geiger Counter 

30c 

1 lb. 

Ghillie Suit 

35c 

5 lb. 

Handcuffs 

Steel 

15c 

1 lb. 

Zip-tie (25) 

10c 

- 

Lock Release Gun 

100c 

2 lb. 

Night Vision Goggles 

100c 

3 lb. 

Pain Reliever 

75c 

0.5 lb. 

Rope (100) 

5c 

10 lb. 

Shell Casings (10) 

5c 

- 

Survival Kit 

125c 

0.5 lb. 

Toiletries Kit 

100c 

1 lb. 

Wire (100) 

10c 

1 lb. 




GEAR 

Ammunition Kit. This kit includes everything needed to reload ammunition, provided 
the user has shell casings and the necessary skill. 

Chemical Light Stick. This disposable plastic stick, when activated, uses a 
chemical reaction to create light for 6 hours. It illuminates an area only 5 feet 
in radius. Once activated, it can't be turned off or reused. The listed value is 
for a pack of 5 sticks. 

Fake ID. Purchasing a falsified driver's license from a black market source can 
produce mixed results, depending on the skill of the forger. When you purchase a 
fake ID, the GM secretly makes an ability check for the forger, which serves as 
the DC for the opposed check when someone inspects the fake ID. The value of a 
fake ID is 8 + the forger's proficiency bonus. 

First Aid Kit. Available at most drugstores and camping supply stores, this kit 
contains enough supplies (and simple instructions for their use) to treat an 
injury before transporting the injured person to a medical professional. The kit 
has ten uses. As an action, you can expend one use of the kit to stabilize a 
creature that has 0 hit points, without needing to make a Wisdom (Medicine) check. 
The first aid kit counts as a healer's kit for purposes of the Healer feat. 

Flashlight. Flashlights come in a wide variety of sizes and quality levels. Those 
covered here are professional, heavy-duty models, rugged enough to withstand the 
rigors of modern adventuring. 

Standard: This heavy metal flashlight projects bright light in a 30 foot cone, 
and dim light for an additional 30 feet. 

Battery Flood: Practically a handheld spotlight, this item projects bright 
light in a 100 foot cone, and dim light for an additional 100 feet. 

Gas Mask. This apparatus covers the face and connects to a chemical air filter 
canister to protect the lungs and eyes from toxic gases. It provides total 
protection from eye and lung irritants. The filter canister lasts for 12 hours of 
use. Changing a filter is an action. The value for one extra filter canister is 6c. 

Generator. An electrical generator provides enough electrical power to run a small 
household-a dozen or so lights and appliances. An electrical generator uses 1 fusion 
core for every 3 days it runs. 

Geiger Counter. This handheld device measures the radiation level at its location. 
The Geiger counter tells the user how irradiated the area is (lightly, moderately, 
highly, or severely), or how powerful an adjacent radiation source is (lightly, 
moderately, highly, or severely.) 


GEAR 

Ghillie Suit. The ultimate in camouflage, a ghillie suit is a loose mesh 
overgarment covered in strips of burlap, to which other camouflaging elements can 
easily be added. A figure under a ghillie suit is nearly impossible to discern. 

Choose a type of terrain when you purchase the suit: arctic, cavern, coastal, 
desert, forest, grassland, mountain, or swamp. While wearing the suit in the 
appropriate terrain, you can attempt to hide even when you are only lightly 
obscured by foliage, heavy rain, falling snow, mist, or other phenomena natural 
to that terrain type. 

Handcuffs. Handcuffs are restraints designed to lock two limbs-normally the wrists-of a 
prisoner together. They fit any Medium-size or Small human or other creature that has an 
appropriate body structure. You can make an opposed Strength (Athletics) check against a 
grappled creature to attach the handcuffs to the creature. 

Steel: These heavy-duty cuffs require a Strength (Athletics) check with a DC of 25 to 
break, and require a Dexterity (Sleight of Hand) check or Dexterity (Acrobatics) check 
(DC 20) to remove without the key. 

Zip-Tie: These are single-use disposable handcuffs, much like heavy-duty cable ties. 

They have a break DC of 25. They can only be removed by cutting them off. 

Lock Release Gun. This small, pistol-like device automatically disables mechanical locks 
operated by standard keys with a DC of 15 or lower (no ability check necessary). 

Night Vision Goggles. Night vision goggles use passive light gathering to improve vision in 
near-dark conditions. They grant the user darkvision (range 120 ft.)-but because of the 
restricted field of view and lack of depth perception these goggles provide, they impose 
disadvantage on all Wisdom (Perception) checks made by someone wearing them. 

Pain Reliever. At the end of a short rest, you can use a dose of medicine to restore 2d4+2 

hit points. You cannot benefit from this effect again until you take another short rest. The 
value is for 5 doses. 

Rope. Rope has an hp of 2 and can be burst with a DC 17 Strength check 

Shell Casings. Ammunition kits allow characters to reload ammunition-if they have the shell 

casings to reload. Empty shell casings are valuable trade commodities. The TU given is for 
ten shell casings. Characters can collect shell casings (theirs and those of their opponents) 
after a battle. Doing so requires an Intelligence (Investigate) check (DC 10); failure indicates 
that only half the fired shell casings are found. 

Survival Kit. This waist pack contains a first aid kit, a compass, waterproof matches, a 
lightweight "space" blanket, a standard flashlight, 50 feet of durable nylon rope, two smoke 
grenades, and one signal flare. 



Toiletries Kit. Good hygiene disappeared when civilization 
miscellaneous hygiene items such as a comb and toothbrush, 
soap and shampoo. With a half-hour's effort and the use of 
can clean up, gaining advantage on all Charisma checks for 
kit can be used five times before it runs out of supplies. 


did. A toiletries kit contains 
as well as consumables such as 
a toiletries kit, a character 
the next 12 hours. A toiletries 


Wire. Insulate electrical wire is as tough as rope, but thinner. It can be used to tie up 
items (and people) just like rope can be, but it's too thin and smooth to grip easily, so 
it can't be used for climbing. Wire can also be used to connect electrical devices to a 
power source. 



A tool helps you do something you couldn't otherwise do, such as craft or repair an item, 
analyze chemicals, or access digital files. Your race, class, background, or feats give you 
proficiency with certain tools. Proficiency with a tool allows you to add your proficiency 
bonus to any ability check you make using that tool. Tool use is not tied to a single 
ability, since proficiency with a tool represents broader knowledge of its use. 


Object Cost 


Chemistry Kit 

160c 

Demolitons Kit 

140c 

Electrical tools 

140c 

Mechanical tools 

130c 

Musical Instrument 

Clarinet 

170c 

Drum Kit 

160c 

Guitar 

150c 

Horn 

170c 

Keyboard 

170c 

Pharmacists tools 

190c 

Pip-Boy 

300c 

Surgical tools 

170c 


Chemistry Kit. A portable laboratory, a chemical kit includes the 
tools and components necessary for mixing and analyzing acids, bases, 
explosives, toxic gases, and other chemical compounds. 

Demolitions Kit. This kit contains everything needed to set detonators, 
wire explosive devices, and disarm explosive devices. 

Electrical Tools. This collection of hand tools and small parts 
typically includes a variety of pliers, drivers, cutting devices, 
fasteners, power tools, and leads and wires. You can use these tools 
to create and repair electronic devices. 

Mechanical Tools. This collection of hand tools and small parts 
typically includes a variety of pliers, drivers, cutting devices, 
fasteners, and even power tools. You can use these tools to create and 
repair mechanical structures and devices. 


Musical Instrument. Several of the most common types of musical instruments are shown on the 
table as examples. If you have proficiency with a given musical instrument, you can add your 
proficiency bonus to any ability checks you make to play music with the instrument. Each type 
of musical instrument requires a separate proficiency. 


Pharmacist's Tools. These tools includes everything needed to prepare, preserve, compound 
analyze, and dispense medicinal drugs. 





Pip-Boy. An extremely versatile device, a Pip-boy offers impressive computing power, GPS 
functionality, with built in Geiger counter, V.A.T.S., standard flashlight and radio access, 
all in a wrist mounted device. 

Surgical Tools. These tools are all you require to make incisions, clamp off arteries, 
and create sutures. You can perform surgery to treat injuries. 

CHEMS 

Chems (a truncation of "chemical") is both a pre- and post-war slang term for "drug". 

A chem is any chemical, medicine, etc. that is used to cause changes in a person's behavior 
or biological systems. Use of a Chems requires 1 action, the information below is for 1 dose. 


Chem Cost 

Properties/Effect 

Non-Addictive 



Addictol 

1000c 

Inhaled, cures addiction 

Antidote 

400c 

Ingested, cures poison 

Antivenom 

100c 

Ingested, cures animal poison 

Atomic Cocktail 

250c 

Ingested, Fire and energy resistance, 2 min., +9 rads, no benefits from next rest. 

Cateye 

40c 

Ingested, Darkvision, 2 min. 

Dirty Water 

10c 

Food, +8 HP, +6 rads 

Fog Sap 

50c 

Ingested, +15 rads, +4 HP per turn, +15 Max Hp, 5 turns. 

Ghost Sight 

40c 

Ingested, Allows user to see clearly in thick fog or smoke, 3 min. 

Healing Powder 

200c 

Ingested, +2 HP per turn, -2 PER, 5 turns 

Purified Water 

20c 

Food, +12 HP 

Saw Tail Steak 

75c 

Food, +10 rads, +2 HP action per turn, +5 dmg, 5 turns. 

Soda 



Hanks Rootbeer 

700c 

Ingested, The satisfaction of drinking the best goddamn rootbeer on the planet. 30 min., +100c 

Nuka-Cola 

20c 

Ingested, +3 rads, +2 HP per turn, 6 turns, +1c 

Nuka-Cherry 

20c 

Ingested, +5 rads, +4 HP per turn, 5 turns, +5c 

Sunset S. 

55c 

Ingested, +3 rads, +2 HP per turn, 6 turns, +50c 

Stimpack 

20c 

Syringe, +1d12+Medicine HP, Heals Injuries 

Super 

40c 

Syringe, +2d12+Medicine HP, Heals Injuries 

Ultra 

80c 

Syringe, +4d12+Medicine HP, Heals Injuries 

Sugar Bombs 

10c 

Food, +3 rads, +1 HP per turn, 5 turns, +2 actions on turn consumed 

RadAway 

30c 

Syringe, -100 rads 

Rad-X 

30c 

Ingested, Radiation resistance, 2 hrs. 

Trail Mix 

15c 

Food, +5 rads, +1 action per turn, 3 turns. 




CHEMS 


Addiction Chance 


Chem Cost Properties/Effect 

Addictive 


Alcohol 


Beer 

12c 

Ingested, +1 CHA, -1 INT, +1 STR, 4 min. 

5% 


Moonshine 

30c 

Ingested, +2 CHA, +2 STR, -2 INT, 4 min. 

10% 


Scotch 

20c 

Ingested, +1 CHA, -1 INT, +1 STR, 4 min., +1 d8 HP 

10% 


Vodka 

20c 

Ingested, +1 CHA, +1 STR, -1 AGI, 4 min. 

10% 


Whiskey 

20c 

Ingested, +1 CHA, -1 INT, +1 STR, 4 min., +1 d4 AC 

10% 


Wine 

17c 

Ingested, +2 CHA, -1 INT, +1 STR, 4 min. 

5% 


Buffout 

200c 

Ingested, +60 max HP, +3 END, +2 STR, 4 min. 

10% 


Calmex 

400c 

Syringe, X2 sneak attack dmg., +3 AGI, 8 min. 

10% 


Day Tripper 

400c 

Ingested, +3 LCK, +3CHA, -2 STR, 8 min. 

5% 


Hydra 

550c 

Inhaled, restores limb condition, 30 min. 

10% 


Jet 

200c 

Inhaled, +1 action per turn, 5 turns. 

20% 


Med-X 

500c 

Syringe, resistance to all damage, 5 turns. 

10% 


Mentats 

200c 

Ingested, +2 INT, +2 PER, +1 CHA, 4 min. 

5% 


Nuka-Cola Quantum 

300c 

Ingested, +8 Rads, +2 actions per turn, 4 turns., +25c 

10% 


Psycho 

200c 

Syringe, +1 damage die on all successful attacks, 5 turns. 

10% 


Silver 

750c 

Inhaled, +2 actions per turn, ballistic & explosive resistance, 5 

turns. 80% 


Steady 

200c 

Inhaled, +5 on attack rolls, 5 turns. 

80% 


Addiction: Every time you 

consume an addictive chem you must roll 

a percentile 

die | 


your endurance modifier and beat the addiction chance to avoid addiction. Should you 
fail the check, you become addicted to the substance and need another hit to survive. 
For every day without use of the substance you reach another level of exhaustion. 
Taking another dose resets your exhaustion levels gained from addiction. The only ways 
to clear addiction are from visiting a doctor or using Addictol. 




